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GAMING DEVICE OPERABLE WITH PLATFORM 
INDEPENDENT CODE AND METHOD 

PRIORITY CLAIM 

[0001] This application claims the bene?t of US. Provi 
sional Patent Application entitled “Gaming Device Operable 
With Platform Dependent Code and Method,” Serial No. 
60/325,974, ?led Sep. 28, 2001, Attorney Docket No. 
0112300-488. 

COPYRIGHT NOTICE 

[0002] Aportion of the disclosure of this patent document 
contains or may contain material Which is subject to copy 
right protection. The copyright oWner has no objection to the 
photocopy reproduction by anyone of the patent document 
or the patent disclosure in exactly the form it appears in the 
Patent and Trademark Of?ce patent ?le or records, but 
otherWise reserves all copyright rights Whatsoever. 

DESCRIPTION 

[0003] The present invention relates in general to a gam 
ing device, and more particularly to a gaming device Which 
is adapted to operate using platform independent code. 

BACKGROUND OF THE INVENTION 

[0004] KnoWn gaming devices, such as slot machines, 
poker machines, blackjack machines or keno machines, 
include a central processing unit (“CPU”), microprocessor 
or other processor Which operates on a particular or desig 
nated platform or operating system. These gaming devices 
only run programs Which are in a format Which is speci? 
cally compatible With or programmed for their platforms. 

[0005] For eXample, if a gaming device has a type X 
platform, the gaming device can only operate With X-based 
programs, or if a gaming device has a type Y platform, the 
gaming device can only operate With Y-based programs. One 
disadvantage to these gaming devices is they require game 
developers to Write code in the particular format Which is 
compatible With the gaming device’s platform. For eXample, 
a developer’s computer system must have a platform Which 
is identical in type to the gaming device’s platform. 

[0006] Currently, as illustrated in FIG. 1, if a developer 
uses a type A platform 2a to Write code 4a, only a gaming 
device 6a With a type Aplatform can read and use this code 
4a. The same applies to a type B platform 6b, type C 
platform 6c or any other type of platform, as illustrated in 
FIG. 1. In operation, as illustrated in FIG. 2, a developer 
Writes source code on a computer system having a particular 
platform. The computer system then compiles the source 
code into object code Which is in a format compatible With 
the computer system’s platform. This object code is loaded 
into and eXecuted, run or used by a gaming device Which 
operates on a platform Which is identical in type to the 
platform of the developer’s computer system. The type of 
gaming device platform thus limits the type of development 
platform a developer can use to develop gaming device 
programs. 

[0007] This limitation is problematic because many gam 
ing devices have industrial or proprietary platforms. These 
platforms are not Wide spread platforms, such as Win 
dOWSTM, MacintoshTM or SolarisTM. Accordingly, game 
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developers often do not have the ability to use off-the-shelf, 
more advanced and user friendly development programs 
Which operate on Wide spread platforms. 

SUMMARY OF THE INVENTION 

[0008] The present invention overcomes the above short 
comings by providing a gaming device Which operates based 
upon programs Which, When loaded into the gaming device, 
have formats Which are incompatible With the gaming 
device’s platform. 

[0009] The gaming device includes at least one processor 
operating on a particular platform type and at least one 
converter program stored in a memory device. The gaming 
device’s platform is compatible With a particular program 
format. The term “program format,” as referred to herein, 
includes a format for a computer program Which is compat 
ible With or required by a particular type of platform. For 
eXample, WindoWsTM is the type of program format for the 
WindoWsTM platform. Programs Which have the format 
required by the gaming device’s platform are at times 
referred to herein as native programs having native formats. 
Programs Which have a format Which is incompatible With 
the gaming device’s platform are at times referred to herein 
as foreign programs having foreign formats. 

[0010] The gaming device processor uses the converter 
program to convert foreign programs into the format asso 
ciated With the gaming device’s platform. The gaming 
device processor then causes the gaming device to perform 
a function or produce an output based on such foreign 
programs. 

[0011] For eXample, if a foreign program includes sound 
code, the output is preferably game sound. If the foreign 
program includes graphics code, the output is preferably 
some graphics. In another eXample, if the foreign program 
includes paytable code, the gaming device processor can 
implement a particular paytable code in the Wagering game. 

[0012] In one embodiment, the gaming device includes a 
processor operating on a predetermined computer operating 
system or platform. The gaming device includes a memory 
device Which stores native programs or platform dependent 
programs and at least one converter program. The platform 
dependent programs include computer programs or code 
Which is Written in a format Which is compatible With and 
speci?c to the gaming device platform and readable by the 
gaming device processor. For eXample, if a gaming device 
had a type A platform, the platform dependent programs 
Would be type A programs. 

[0013] The converter program, at times referred to herein 
as a virtual machine, includes any suitable computer pro 
gram or code Which can adapt, change or convert a platform 
independent program into a format Which is compatible With 
a gaming device’s platform. The converter program includes 
instructions Which change or modify the code of a platform 
independent program in order to meet the format require 
ments of a predetermined processor Which is operating on a 
predetermined platform. Accordingly, certain portions of the 
converter program are dependent upon or speci?c to the type 
of platform upon Which the converter program is loaded. 
Other portions of the converter program are generic or, in 
other Words, not speci?c to the type of platform upon Which 
the converter program is loaded. 



US 2003/0064808 A1 

[0014] In operation of one embodiment of the present 
invention, a developer Writes source code for a gaming 
device program on any desired platform. The developer then 
compiles the source code, preferably using the developer’s 
oWn computer system. Speci?cally, the developer compiles 
the source code in such a manner so that the source code 

changes into platform independent code in a machine read 
able format. Such compilation can be accomplished through 
commercially available compilers or any other suitable 
compiler. The converter program, loaded onto a gaming 
device, interprets, translates, compiles or otherWise changes 
the platform-independent code into a format Which is 
executable by the gaming device’s processor Which operates 
on the particular platform of the gaming device. The gaming 
device processor can then read such eXecutable code and 
operate a game using such eXecutable code. 

[0015] In one embodiment, the actual code or platform 
dependent code includes game code, and the platform 
independent code includes sound code. The game code 
includes play instructions Which direct the gaming device 
processor to operate a game according to predetermined 
rules. The game code also includes sound event input 
instructions or instruction calls. Sound event input instruc 
tions or calls direct the gaming device processor to cause a 
sound change upon the occurrence of a predetermined event, 
such as the Winning of a bonus value. 

[0016] The instruction calls direct the gaming device 
processor to read the sound code, Which, in turn, instructs 
the gaming device processor as to the speci?c type of sound 
change to generate When a predetermined event occurs, such 
as the player Winning a bonus value. In this embodiment, the 
game code is isolated from the sound code. This type of code 
isolation facilitates focused development of different cat 
egories of code (such as sound code or graphics code) Which 
ties into the game code. 

[0017] The gaming device of the present invention is not 
restricted to using programs Which are Written on platforms 
Which are identical to the gaming device platform. Rather, 
the gaming device includes a suitable virtual machine or 
dependent-making code Which enables the gaming device to 
use suitable platform independent programs Which Were 
Written on any type of platform. This type of gaming device 
facilitates the development and production of more 
advanced and entertaining programs for gaming device 
players. 
[0018] It is therefore an advantage of the present invention 
to provide a gaming device Which is operable With platform 
independent code and a method of developing code for such 
a gaming device. 

[0019] Another advantage is to provide a gaming device 
Which can operate based upon programs Which are formatted 
for a platform Which is different from the gaming device’s 
platform. 
[0020] Yet another advantage is to facilitate the develop 
ment of gaming device programs. 

[0021] Another advantage is to provide a gaming device 
Which includes isolated portions of the overall gaming 
device code to facilitate the development of gaming device 
programs. 

[0022] Other objects, features and advantages of the 
invention Will be apparent from the folloWing detailed 
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disclosure, taken in conjunction With the accompanying 
sheets of draWings, Wherein like numerals refer to like parts, 
elements, components, steps and processes. 

BRIEF DESCRIPTION OF THE DRAWINGS 

[0023] FIG. 1 is a schematic diagram illustrating knoWn 
gaming devices Which require different formats of programs 
for different types of gaming device platforms. 

[0024] FIG. 2 is a How diagram illustrating the knoWn 
methods of Writing code on a platform Which is identical in 
type to the gaming device’s platform and using that code to 
operate a gaming device. 

[0025] FIG. 3 is a schematic block diagram of the gaming 
device of one embodiment of the present invention. 

[0026] FIG. 4 is a schematic diagram of various gaming 
devices in various embodiments of the present invention, 
illustrating the operation of the gaming devices based upon 
a single platform independent program Written on a platform 
Which is different from the gaming device platforms. 

[0027] FIG. 5 is a schematic ?oW diagram illustrating, in 
one embodiment of the present invention, the Writing of 
source code, the changing of the source code into platform 
independent code and the use of the platform-independent 
code to operate gaming devices having various platforms. 

[0028] FIG. 6A is a schematic block diagram of the 
electronic con?guration of the gaming device in one 
embodiment of the present invention. 

[0029] FIG. 6B is a schematic block diagram of the 
platform-dependent code and platform-independent code in 
one embodiment of the present invention. 

[0030] FIG. 7 is a schematic block diagram of the gaming 
device of one embodiment of the present invention. 

[0031] FIG. 8A is a perspective vieW of the structure of 
one embodiment of the gaming device of the present inven 
tion. 

[0032] FIG. 8B is a perspective vieW of the structure of 
another embodiment of the gaming device of the present 
invention. 

DETAILED DESCRIPTION OF THE 
INVENTION 

Gaming Device Electronics 

[0033] Turning noW to FIG. 3, in one embodiment gaming 
device 10 of the present invention includes a processor 12 
operating on a predetermined computer operating system or 
platform 14. The gaming device 10 includes a memory 
device (not shoWn) Which stores platform dependent pro 
grams 16 and a virtual machine or converter program 18. 
The platform dependent programs 16 include computer 
programs or code Which is Written in a format Which is 
compatible With and speci?c to platform 14 and readable by 
processor 12. For example, if a gaming device had a type A 
platform, the platform dependent programs Would be type A 
programs. 

[0034] The virtual machine or converter program 18, 
includes any computer program or code Which can adapt or 
convert a platform independent program 20 into a format 
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Which is compatible With platform 14 and readable by 
processor 12. Generally, Without the converter program 18, 
the processor 12 could not read the platform independent 
program 20. 

[0035] The converter program 18 includes instructions 
Which change or modify the code of a platform independent 
program 20 in order to meet the format requirements of a 
predetermined processor 12 Which is operating on a prede 
termined platform 14. Accordingly, certain portions of the 
converter program 18 are dependent upon or speci?c to the 
type of platform 14 upon Which the converter program 18 is 
loaded. Other portions of the converter program 18 are 
generic or, in other Words, not speci?c to the type of 
platform 14 upon Which the converter program 18 is loaded. 

[0036] For example, a ?ctitious dependent command may 
be “PLAY SOUND BLASTER THIRTY-TWO (MY 
SOUND).” This command is dependent upon and speci?c to 
sound blaster thirty-tWo processing hardWare. The conven 
tional computer or gaming device Which lacks this type of 
hardWare cannot execute this command. The converter pro 
gram Would convert this command into a generic command, 
such as “PLAY (MY SOUND).” Any computer or gaming 
device (With or Without the sound blaster hardWare) could 
execute this command. In order to do so, the converter 
program includes relational data or instructions Which relate 
sound blaster thirty-tWo information to generic play infor 
mation. 

[0037] The converter program 18 can be an interpreter, 
compiler, translator or any other suitable type of program. 
The converter program 18 preferably includes information 
or data categoriZed in tables or libraries. The data is speci?c 
to a predetermined type of platform 14. In operation, the 
processor 12 uses the instructions and data of the converter 
program 18 to read the platform independent program 20. 

[0038] In one embodiment, the converter program 18 can 
be read and used by a plurality of different types of proces 
sors operating on different types of platforms. Here, the 
converter program 18 includes different categories of 
instructions, and preferably data. Each category is associated 
With a different type of computer platform. When this 
converter program 18 is loaded onto a platform, the con 
verter program instructs the processor to read the instruc 
tions in the converter program Which are categoriZed and 
designated for that particular type of platform. This type of 
converter program or virtual machine can be used by a 
plurality of different types of gaming device computer 
systems. 

[0039] Platform independent programs and converter pro 
grams are commercially available, such as the “JavaTM” 
programming language from Sun Microsystems, Inc. In one 
embodiment, the converter program 18 is a commercially 
available J avaTM virtual machine or interpreter. With J avaTM, 
a programmer Writes source code in the J avaTM language, a 
processor compiles the J avaTM source code and generates an 
intermediate platform-independent code knoWn as byte 
codes. The bytecodes are arranged and organiZed by classes, 
constants, data structures, ?elds and other categories. Vari 
ous types of JavaTM interpretation code or JavaTM virtual 
machines are commercially available for different types of 
computer system platforms. Any computer system Which 
includes a JavaTM virtual machine can interpret the byte 
codes for execution. 
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[0040] The platform independent program can include any 
code Which is suitable for being converted or otherWise 
changed into a plurality of formats associated With a plu 
rality of different types of platforms. Preferably, the plat 
form-independent program loaded into a gaming device is in 
a machine readable and executable form. HoWever, it should 
be appreciated that the platform independent program, When 
loaded into a gaming device, can include any suitable 
programming language, human language (such as English), 
machine-readable language or any combination thereof. In 
the case Where the plafform-independent program is in the 
form of human language, the source code constitutes the 
platform-independent program. In this case, the gaming 
device processor is adapted to directly execute the human 
language Without the human language being compiled. 

[0041] It should also be appreciated that the source code 
for the platform independent program can be tokeniZed 
instead of being compiled. To tokeniZe the source code, a 
developer can use a tokeniZation program to convert the 
human language of the source code into predetermined key 
numbers. For example, the Word “play” may be converted 
into the number 35. The gaming device processor can then 
be adapted to directly execute the tokeniZed language. 

[0042] In one embodiment, the present invention includes 
a system and method for developing games and game code 
for gaming devices. As illustrated in FIG. 4, various gaming 
devices Which are loaded With converter programs can 
operate based on platform independent programs. A devel 
oper 22 is able to Write platform independent source code 
(such as the game’s sound code) on a computer system 24 
Which has a type Aplatform. Type A platform could be any 
suitable platform, such as WindoWsTM, MacintoshTM or 
SolarisTM. In one embodiment, the computer system 24 
compiles the platform independent source code into plat 
form independent object code, Which constitutes the plat 
form independent program 26 stored on disk or other 
suitable storage medium. 

[0043] As illustrated in FIG. 4, gaming device 28 has a 
type B platform and is loaded With converter program B 
Which is compatible With the gaming device’s type B 
platform. Gaming device 30 has a type C platform and is 
loaded With converter program C Which is compatible With 
the gaming device’s type C platform. Gaming devices 32, 
34, 36 and 38 retrieve converter program B-C-D from a 
server (not shoWn) over a netWork (not shoWn). Converter 
program BC-D is compatible With the type B platform, type 
C platform and the type D platform. Gaming devices 28, 30, 
32, 34, 36 and 38 can all use the platform independent 
program 26 to operate. This is the case even though the 
developer 22 created the platform independent program 26 
on a type Aplatform and even though none of these gaming 
devices have a type A platform. 

[0044] In operation of one embodiment of the present 
invention, as illustrated in FIG. 5, a developer Writes source 
code on any desired platform, as indicated by block 40. The 
developer then compiles the source code, preferably using 
the developer’s computer system, as indicated by block 42. 
The compilation results in plafform-independent code in a 
machine readable format, as indicated by block 44. As 
indicated by blocks 46 and 48, the converter program, 
loaded onto a gaming device, interprets, translates, compiles 
or otherWise changes the platform-independent code into a 
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format Which is executable by the gaming device’s proces 
sor Which operates on a particular platform. The gaming 
device processor can then read such executable code and 
operate a game using such executable code, as indicated by 
block 50. 

[0045] In one embodiment illustrated in FIGS. 6A and 
6B, the electronic con?guration 51 of the gaming device of 
the present invention includes a central processing unit 
(CPU) 52 Which communicates With a random access 
memory (RAM) device 54, a read only memory (ROM) 
device 56 and a plurality of input and output devices 58. The 
CPU 52 also communicates With a sound processor 60 
Which itself communicates With a mixer 62 and a digital/ 
analog converter 64 Which plays sound recordings 66. 
Sound processor 60 outputs sound to speakers 66. All of 
these electronic components are electrically connected to 
one another through a bus 68 Which enables the components 
to transmit signals to and from one another. 

[0046] The RAM 54 includes game variable data 70 Which 
the CPU 52 generates during the operation of the game. 
Game variable data 70, for example, may include the 
varying number of inputs made by a player, the varying 
number of credits Won or lost by a player or other data used 
to keep track of game events. The input and output devices 
58 preferably include a video monitor 72 for displaying 
games to a player, a coin/bill acceptor 74 for receiving 
currency from a player and other input devices 76 for other 
purposes. 

[0047] ROM 56 includes the operating system code or 
platform 78 of the gaming device. The platform 78 is 
speci?c to the particular hardWare construction of the CPU 
52 because CPU’s are constructed to operate on speci?c 
types of operating systems or platforms. ROM 56 also 
includes platform dependent code 80 and virtual machine or 
dependent-making code 82. Once platform independent 
code 84 is loaded into the gaming device, the gaming device 
Will include the platform-independent code 84. 

[0048] As illustrated in FIG. 6B, in one embodiment 
platform dependent code 80 includes game code 86, and 
platform-independent code 84 includes sound code 88. 
Game code 86 includes play instructions Which direct the 
CPU 52 to operate a game according to predetermined rules. 
Game code 86 also includes sound event input instructions 
or instruction calls. Sound event input instructions or calls 
direct the CPU 52 to cause a sound change upon the 
occurrence of a predetermined event, such as the Winning of 
a bonus value. In operation, as illustrated in FIG. 6B, CPU 
52 initiates a game and operates the game in accordance With 
the ?rst time play instructions. Then CPU 52 reads the sound 
event input instruction and automatically reads the sound 
code. CPU 52 then causes the sound processor to generate 
a sound as speci?ed by the sound code. This process repeats 
itself from play instruction to sound event input instruction, 
until the game terminates. 

[0049] The instruction calls direct the CPU 52 to read the 
sound code 88, Which, in turn, instructs the CPU 52 as to the 
speci?c type of sound change to generate When a predeter 
mined event occurs, such as the player Winning a bonus 
value. For example, a predetermined game may require 
various types of sound changes When a player Wins various 
types of bonus values, such as an increase in volume, 
starting a predetermined sound recording, stopping a prede 
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termined sound recording, resuming a predetermined sound 
recording or making any other sound changes or adjust 
ments. 

[0050] In this embodiment, the game code 86 is isolated 
from the sound code 88. This type of code isolation facili 
tates focused development of different categories of code 
(such as isolated sound code or graphics code) Which ties 
into the game code. For example, a developer can change an 
entire sound scheme of a game or test a neW sound scheme 

Without having to change the game code. Though preferably 
the isolated code is plafform-independent, it should be 
appreciated that the isolated code can be platform dependent 
code. 

[0051] In the embodiment Where the sound code is plat 
form-independent, a developer can fully develop and test 
various sound code schemes on a Widespread, commercially 
available platform, such as WindoWs. The developer can 
then load the plafform-independent sound code into a gam 
ing device of the present invention. The gaming device Will 
then operate a game in accordance With the neW sound 
scheme. 

[0052] In one embodiment, the platform independent code 
installed in the gaming device is graphics code. The graphics 
code instructs the processor to display predetermined graph 
ics on the display device during games. The converter code 
enables the processor to read and use the graphics code for 
the operation of games. In other embodiments, the platform 
independent code can be paytable code or any other code 
related to any aspect of a game. Preferably, the platform 
independent graphics code, paytable code and other code are 
isolated from the game code similar to the sound code. 

[0053] In an alternative embodiment, a game developer 
can Write a program on a non-gaming device platform, such 
as a WindoWsTM platform, and load the executable version of 
that program onto the gaming device. In this embodiment, 
the developer need not change the program into a platform 
independent format. The gaming device includes one or 
more compiler or other suitable programs Which change 
programs from dependent format into platform independent 
format. The gaming device’s converter program converts or 
changes the platform independent program into a program 
Which is readable by the gaming device processor. Because 
the gaming device includes the programs necessary to both 
change the developer’s program into independent format 
and convert that program into a format readable by the 
gaming device processor, any conventional (platform depen 
dent) program can be used to run a game on the gaming 
device. 

[0054] As illustrated in FIG. 8, in one example of this 
embodiment, gaming device 90 includes a processor 92 
operating on a type B gaming device platform 94. Processor 
92 uses platform dependent programs 96, converter program 
97 and compiler program 98. This gaming device can 
receive a program 99 Which is dependent upon a desktop 
type A platform, for example. The gaming device uses the 
compiler program 98 to change the program 99 into a 
plafform-independent format. The gaming device then uses 
converter program 97 to convert or change the compiled 
program (Which is in a platform independent format) into a 
format Which is dependent upon and speci?c to the gaming 
device type B platform. In doing so, the gaming device can 
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be operated by loading a program into the gaming device 
Which is completely dependent upon a platform other than 
the gaming device platform. 

[0055] The gaming device of the present invention 
includes the electronic con?guration Which enables the 
gaming device to operate based upon code (platform-inde 
pendent code) Which is incompatible With the platform of 
the gaming device. The gaming device can read and use this 
platform-independent code because the gaming device 
includes a platform converter program or virtual machine 
Which is compatible With the gaming device platform. The 
gaming device processor can thus read and use the converter 
program in order to read and use platform-independent 
programs for operating the gaming device. 

Gaming Device Structure 

[0056] TWo embodiments of a gaming device are illus 
trated in FIGS. 8A and 8B as gaming device 100a and 
gaming device 100b, respectively. Gaming device 100a 
and/or gaming device 100b are generally referred to herein 
as gaming device 100. Gaming device 100 is a gaming 
machine having the controls, displays and features of a 
conventional gaming machine. It is constructed so that a 
player can operate it While standing or sitting, and gaming 
device 100 is preferably mounted on a console or in a 
cabinet. HoWever, it should be appreciated that gaming 
device 100 can be constructed as a pub-style tabletop game 
(not shoWn) Which a player can operate preferably While 
sitting. Furthermore, gaming device 100 can be constructed 
With varying cabinet and display designs, as illustrated by 
the designs shoWn in FIGS. 7A and 7B. Gaming device 100 
can also be implemented as a program code stored in a 
detachable cartridge for operating a hand-held gaming 
device. Also, gaming device 100 can be implemented as a 
program code stored on a disk or other memory device 
Which a player can use in a desktop or laptop personal 
computer or other suitable computeriZed platform. 

[0057] Gaming device 100 can incorporate any primary 
game such as slot, poker, blackjack or keno, any of their 
bonus triggering events and any of their bonus round games. 
The symbols and indicia used on and in gaming device 100 
may be in mechanical, electrical or video form. 

[0058] As illustrated in FIGS. 8A and 8B, gaming device 
100 includes a coin slot 102 and bill acceptor 104 Where the 
player inserts money, coins or tokens. The player can place 
coins in the coin slot 102 or paper money or ticket vouchers 
in the bill acceptor 104. Other devices could be used for 
accepting payment such as readers or validators for credit 
cards or debit cards. When a player inserts money in gaming 
device 100, a number of credits corresponding to the amount 
deposited is shoWn in a credit display 106. After depositing 
the appropriate amount of money, a player can begin the 
game by pulling arm 108 or pushing play button 110. Play 
button 110 can be any play activator used by the player 
Which starts any game or sequence of events in the gaming 
device. 

[0059] As shoWn in FIGS. 8A and 8B, gaming device 100 
also includes a bet display 112 and a bet one button 114. The 
player places a bet by pushing the bet one button 114. The 
player can increase the bet by one credit each time the player 
pushes the bet one button 114. When the player pushes the 
bet one button 114, the number of credits shoWn in the credit 

Apr. 3, 2003 

display 106 decreases by one, and the number of credits 
shoWn in the bet display 112 increases by one. 

[0060] A player may cash out and thereby receive a 
number of coins corresponding to the number of remaining 
credits by pushing a cash out button 116. When the player 
cashes out, the player receives the coins in a coin payout tray 
118. The gaming device 100 may employ other payout 
mechanisms such as credit slips redeemable by a cashier or 
electronically recordable cards Which keep track of the 
player’s credits. 

[0061] Gaming device 100 also includes one or more 
display devices. The embodiment shoWn in FIG. 8A 
includes a central display device 120, and the alternative 
embodiment shoWn in FIG. 8B includes a central display 
device 120 as Well as an upper display device 122. Gaming 
device 100 displays in one embodiment a plurality of reels 
124 such as three to ?ve reels 124 in mechanical or video 
form at one or more of the display devices. HoWever, it 
should be appreciated that the display devices can display 
any visual representation or exhibition, including but not 
limited to movement of physical objects such as mechanical 
reels and Wheels, dynamic lighting and video images. A 
display device can be any vieWing surface such as glass, a 
video monitor or screen, a liquid crystal display or any other 
display mechanism. If the reels 124 are in video form, the 
display device for the video reels 124 is preferably a video 
monitor. 

[0062] Each reel 124 displays a plurality of indicia such as 
bells, hearts, fruits, numbers, letters, bars or other images 
Which preferably correspond to a theme associated With the 
gaming device 100. Furthermore, gaming device 100 pref 
erably includes speakers 126 for making sounds or playing 
IIlllSlC. 

[0063] To operate the gaming device 100 in one embodi 
ment the player must insert the appropriate amount of 
money or tokens at coin slot 102 or bill acceptor 104 and 
then pull the arm 108 or push the play button 110. The reels 
124 Will then begin to spin. Eventually, the reels 124 Will 
come to a stop. As long as the player has credits remaining, 
the player can spin the reels 124 again. Depending upon 
Where the reels 124 stop, the player may or may not Win 
additional credits. 

[0064] In addition to Winning credits in this manner, the 
gaming device 100 may also give players the opportunity to 
Win credits in a bonus round. This type of gaming device 100 
Will include a program Which Will automatically begin a 
bonus round When the player has achieved a qualifying 
condition in the game. This qualifying condition can be a 
particular arrangement of indicia on a display device. The 
gaming device 100 may use a video-based central display 
device 120 to enable the player to play the bonus round. The 
qualifying condition may be a predetermined combination of 
indicia appearing on a plurality of reels 124. As illustrated 
in the ?ve reel slot game shoWn in FIGS. 8A and 8B, the 
qualifying condition could be the number seven appearing 
on three adjacent reels 124 along a payline 128. It should be 
appreciated that the present invention can include one or 
more paylines, such as payline 128, Wherein the paylines can 
be horiZontal, diagonal or any combination thereof. 

[0065] The gaming device of the present invention can 
operate games Which are Written in code Which is not native 
to, speci?c to or otherWise compatible With the platform of 
the gaming device. The gaming device includes a converter 
program or virtual machine Which serves as an interface 
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between platform-independent code and the gaming device 
platform. The converter program changes the plafform 
independent code into a format Which can be read by the 
gaming device processor Which operates on the gaming 
device platform. In one embodiment, certain platform-inde 
pendent code is isolated from certain plafform-dependent 
code, enabling developers to perform research and design on 
speci?c categories of code on a platform Which is different 
than the gaming device platform. SoftWare development 
tools or programs are commercially available for Wide 
spread platforms (such as WindoWsTM, MacintoshTM, 
SolarisTM and LinuXTM) but are generally not commercially 
available for gaming device platforms, Which are typically 
proprietary. The gaming device of the present invention 
therefore is especially helpful to developers and Will facili 
tate the development of more advanced, exciting and enter 
taining games for gaming devices. 

[0066] While the present invention has been described in 
connection With What is presently considered to be the most 
practical and preferred embodiments, it is to be understood 
that the invention is not limited to the disclosed embodi 
ments, but on the contrary is intended to cover various 
modi?cations and equivalent arrangements included Within 
the spirit and scope of the claims. It is thus to be understood 
that modi?cations and variations in the present invention 
may be made Without departing from the novel aspects of 
this invention as de?ned in the claims, and that this appli 
cation is to be limited only by the scope of the claims. 

The invention is claimed as folloWs: 
1. A gaming device including a Wagering game, said 

gaming device comprising: 

at least one processor operating on a ?rst platform type; 

a ?rst program format associated With the ?rst platform 
type; 

at least one converter program Which converts at least one 
gaming device program from a second program format 
associated With a second platform type, to the ?rst 
program format; and 

at least one memory device accessible by the processor, 
the memory device storing the converter program and 
the gaming device program. 

2. The gaming device of claim 1, Wherein the second 
program format includes a platform independent format. 

3. The gaming device of claim 1, Wherein the second 
program format is compatible With a plurality of different 
types of computer platforms. 

4. The gaming device of claim 1, Wherein the second 
program format is only compatible With a computer platform 
other than the ?rst platform type. 

5. The gaming device of claim 1, Wherein the converter 
program includes data associated With both: (a) the ?rst 
program format; and (b) the second program format. 

6. The gaming device of claim 1, Wherein the gaming 
device program includes code selected from the group 
consisting of sound code, graphics code and paytable code. 

7. A gaming device comprising: 

a Wagering game; 

at least one processor Which controls the Wagering game, 
the processor operating on a ?rst platform type and 
executing programs compatible With said ?rst platform 
type; and 
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a memory device accessible by the processor, said 
memory device storing at least one predetermined 
program Which enables the processor to read at least 
one program of a second platform type. 

8. The gaming device of claim 7, Wherein the program of 
the second platform type has a platform independent format. 

9. The gaming device of claim 7, Wherein the program of 
the second platform type is compatible With a plurality of 
different types of computer platforms. 

10. The gaming device of claim 7, Wherein the program 
of the second platform type is only compatible With a 
computer platform type other than the ?rst platform type. 

11. The gaming device of claim 7, Wherein the converter 
program includes data associated With both: (a) the ?rst 
platform type; and (b) the second platform type. 

12. The gaming device of claim 7, Wherein the program 
of the second platform type includes code selected from the 
group consisting of sound code, graphics code and paytable 
code. 

13. A gaming device including a Wagering game, said 
gaming device comprising: 

at least one processor Which operates on a gaming device 
platform; 

a gaming device program format associated With the 
gaming device platform; 

at least one memory device accessible by the processor; 

a ?rst code stored Within the memory device, the ?rst code 
having the gaming device program format; 

platform independent code stored Within the memory 
device, the platform independent code having a plat 
form independent format; and 

converter code stored Within the memory device, the 
converter code adapted to convert the platform inde 
pendent code from the platform independent format to 
the gaming device program format. 

14. The gaming device of claim 13, Wherein the ?rst code 
and the platform independent code are organiZed Within the 
memory device to isolate so that the ?rst code from the 
platform independent code. 

15. The gaming device of claim 14, Wherein the ?rst code 
includes at least one instruction call to the platform inde 
pendent code. 

16. The gaming device of claim 14, Wherein the platform 
independent code includes at least one instruction call to the 
?rst code. 

17. The gaming device of claim 15, Wherein the ?rst code 
includes game code. 

18. The gaming device of claim 17, Wherein the platform 
independent code is selected from the group consisting of 
sound code, graphics code and paytable code. 

19. A gaming device including a Wagering game, said 
gaming device comprising: 

a processor operating on a gaming device platform; 

a gaming device program format associated With the 
gaming device platform; 

at least one memory device accessible by the processor; 
and 

at least one program stored in the memory device Which 
the processor eXecutes to: (a) receive and store at least 
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one platform independent program having a platform 
independent format; (b) convert the platform indepen 
dent program from the platform independent format to 
the gaming device program format; and (c) control at 
least one Wagering game function based on the plat 
form independent program. 

20. The gaming device of claim 19, Wherein the platform 
independent code is selected from the group consisting of 
sound code, graphics code and paytable code. 

21. A gaming device including a Wagering game, said 
gaming device comprising: 

a processor operating on a platform; 

a native format associated With the platform; 

at least one predetermined program Which the processor 
eXecutes to: (a) change a foreign program from a 
foreign format Which is not compatible With the plat 
form to a platform independent format; and (b) convert 
the foreign program from the platform independent 
format to the native format; and 

at least one memory device accessible by the processor, 
the memory device storing the predetermined program. 

22. The gaming device of claim 21, Wherein the prede 
termined program includes compiler code. 

23. The gaming device of claim 21, Wherein the prede 
termined program includes translator code. 

24. The gaming device of claim 21, Wherein the prede 
termined program includes converter code. 
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25. A method for developing code for a gaming device 
having a Wagering game, said method comprising the steps 
of: 

(a) Writing code using a computer operating on a ?rst 
platform type, said code having a ?rst program format 
associated With the ?rst platform type; 

(b) changing the code from the ?rst program format to a 
platform independent format; and 

(c) storing the code on a memory device, Wherein said 
code in said platform independent format is convertible 
into a format Which is readable by a gaming device 
processor operating on a second platform type. 

26. The method of claim 25, Wherein the step of Writing 
code includes the step of Writing source code. 

27. The method of claim 25, Wherein the step of Writing 
code includes the step of Writing code selected from the 
group consisting of sound code, graphics code and paytable 
code. 

28. The method of claim 25 , Wherein the step of changing 
the code includes the step of compiling the code. 

29. The method of claim 25, Which includes the steps of 
causing the gaming device processor to convert the code, 
causing the gaming device processor to read the code and 
causing the gaming device processor to perform at least one 
Wagering game function based on the code. 

30. The method of claim 29, Which includes the step of 
evaluating the Wagering game function. 

31. The method of claim 30, Which includes the step of 
modifying the code using the computer. 

* * * * * 


